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Abstract 
Learning media is developing rapidly following the development of 
computer technology and is shown by the Covid 19 outbreak that has 
occurred throughout the world, which has an impact on the quality of 
teaching carried out online and an attractive media packaging is needed so 
that students can absorb what the teacher has taught. The purpose of this 
research is to develop multimedia-based physics learning media with the 
topic of measuring instruments, AC and DC electricity by applying the CBI 
(Computer-Based Instruction) model which is a computer-based learning 
model. Computer-based instruction is a programmatic learning that uses 
computers as the main means or aids that communicate the material to 
students. Computers present a series of teaching programs to students in 
the form of information and practice questions to achieve certain teaching 
goals and students carry out learning activities by interacting with a 
computer system that has been created. With the development of this 
Learning Media, physics material can be used as an alternative to online 
learning, when the feasibility test is carried out, the features provided 
produce a percentage of eligibility for Media Validation with a Content 
eligibility value element with a percentage of 80%, Information design 
feasibility with a percentage of 80% and presentation. graph with a 
percentage of the assessment of 75 with an average rating or validation of 
a percentage of 73.33%. 
. 
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1. INTRODUCTION  
 Learning is a system, which consists of various components that are interconnected with one 
another. These components include: objectives, materials, methods, and evaluation. The four learning 
components must be considered by the teacher in choosing and determining what media, methods, 
strategies, and approaches will be used in learning activities. Learning is essentially a process of 
interaction between teachers and students, both direct interactions such as face-to-face activities or 
indirectly, namely by using various learning media.[1]–[3] The development of computer technology 
develops and greatly affects all sectors, one of which is in education, namely the use of technology as 
an integral part of learning management. The learning that is currently taking place during the Covid 
19 pandemic has occurred a significant change, namely from offline to online, so an innovation is 
needed to support the quality of learning that is packaged in various media, this development is not only 
needed during the pandemic but long before this outbreak. Educational innovation experts have 
developed various media as a tool that can be used when learning facials. [4], [5] 
 A very significant problem that occurs during conventional learning is very limited time, 
inadequate equipment, and a lack of interest from students in understanding material related to an exact 
 science, one of which is physics. To deal with this problem, a multimedia learning tool is developed 
which is equipped with sound, video, and simulation elements. As part of the packaging content of 
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learning media, a computer-based model is involved. [6]–[8] namely CBI (Computer base Instruction) 
with several work stages, namely 1) tutorial design by pouring out readings, demonstrations, reading 
discoveries, or experiences that require verbal and written responses as well as an examination 2) 
simulation design that displays subject matter material packaged in the form of lesson simulations in 
the form of animation that explains the content in an interesting, lively, and contains elements of text, 
images, audio, motion, and color guides that are in harmony and harmony 3) Game design with patterns 
learning through games that are designed in such a way that learning is more challenging and fun 4) 
training models, through training/drill models will instill certain habits in the form of exercises. With 
constant practice, it will become embedded and then become a habit. [9], [10] 
 Related research that has made use of the chosen model is Moh Publication. Faizal Alwi has 
used CBI Mode for the development of Learning Media. The results of this study indicate that the 
learning media developed are in the very good category for use in the learning process with a rating of 
80%.[11] Publication Mohamad Irfan, Mohamad Restu P Delivering information with the support of 
multimedia objects is easier to understand because there are text, images, animation, and sound media 
that make learning more effective, Implementing CBI instructional games in interactive learning can 
increase student motivation to learn.[12] CBI model instructional games can be an alternative for 
students in learning, with instructional games learning will be more challenging and fun because 
learning is in the form of educational games. In Ana Suchianty's publication, Restu Wibawa concludes 




 This type of research is research and development using the Research and Development (R&D). 
[13]. method with the main focus on the Computer Based Instruction (CBI) learning media with the 




















Figure 1. Research Work Steps 
A job description of the research steps with the following explanation: 
1) Problem Analysis 
An activity to ascertain what is the problem with the object that is used as part of this research, 
namely the learning process is still conventional and is supported by the occurrence of Covid 19 
so that attractive learning media packaging is needed. 
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collecting data according to the topics outlined in this study by collecting references in the form of 
books, publications and observations to ensure the content contained in the learning media. 
3) tutorial design 
Tutorial is defined as a special form of learning with qualified tutors, the use of microcomputers 
for learning tutorials. Tutorials are an alternative, including reading, demonstration 
4) exercise design 
The drill model is a model in learning by training students in the learning materials that have been 
given. Through the training model/drill, certain habits will be instilled in the form of exercises. 
With constant practice, it will become embedded and then become a habit 
5) game design 
Instructional games are a form of method in computer-based learning. The purpose of instructional 
games is to provide a learning experience that provides learning facilities to increase student 
abilities through educational gamessimulation design 
6) validation of the application 
validate applications that have been developed by appointing experts to evaluate the applications 
that have been developed. 
7) application testing 
conducting tests on students and analyzing the assessments of each student. 
8) Implementation 
9) Part of using applications that have been developed. 
 
3. RESULTS AND DISCUSSION 
3.1 Problem Analysis  
 There are various types of methods that can be applied in computer-based learning, one of 
which is the CBI (Computer-Based Instruction) method, which is computer-assisted learning where the 
entirety of manual learning is replaced by computers, because in manual learning there are still many 
shortcomings such as time, books, energy teachers and students' willingness to learn. So that all the 
shortcomings that exist, assisted by computer media. The source of knowledge is still dominated by 
books, although with the internet, students can get information in various scientific fields, but actually, 
the information comes from the material in the book. To be able to master a source of material in books, 
students must first be able to read and understand well. This is intended so that the expected 
understanding of the material does not deviate from the real definition or meaning. Most students are 
still unable to understand learning with applied theory and come from books, this is because students 
are still unable to read and understand the contents of the book, to overcome these difficulties. We need 
a tool that is in the form of learning media in which the learning media is expected to attract students' 
interest to learn. In a learning medium, it must have an attractive appearance and a way of conveying 
learning theory that can be easily understood by students. 
3.2 CBI implementation 
 Storyboard in learning with design and description in the following table, according to the CBI 
model, namely Tutorial, Exercise, Game and Simulation. The description in table 1 follows: 
Table 1. Learning Media Storyboard 
MODEL  STORYBOARD  
TUTORIAL  Presentation of Information, Questions and Responses, Giving Feedback, 
Repetition, Learning Arrangement Segments, text and voice 
PRACTICE Presentation of Information, Questions and Responses, Giving Feedback, 
Repetition, multiple-choice questions, and essays. 
GAME  Presentation of Information, Body of Instructional Games, Questions and 
Responses, Giving Feedback, Rewards, Closing 
SIMULATION Introduction, Presentation of Information, Questions and Responses, Assessment 
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3.3 Learning Outcomes 
 Learning media developed with flash are described in the following pictures: 
1. Measurement Material page 
The measurement material page is the interface that is used the first time you use the application 
which is the main menu of this application, an important part of which is presented in this display is 
a description of the measurement with the defined definition, the description is in the picture. 
 
Figure 1. Page Measurement Material page 
2. Type of Measurement  
At the time of the menu display, it will be directed to two buttons as part of the application, namely 
the next button which is used to enter the next page, so that the type of measurement used will appear 
and the explanation for the next will be described on the display. 
 
Figure 2 Type Of Measurement 
3. Display Material Menu 
In the material menu display the user will be directed with several features as a sub-menu of 
activities, the user selects one to enter and learn from the display.  
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Figure 3. Display Material Menu 
4. Exercise View 
The display of the exercise after completing the material is described in the figure with the main 
description of how to understand or read the caliper scale and several other exercises by selecting 
next, when filling in the system will automatically provide an assessment of the answers given. 
 
Figure 4.  Exercise View 
5. Simulation display 
Display Simulation is part of learning to provide a picture of how to understand performance and 
the components in it, this part is in the form of animation. 
 
Figure 5. Simulation display 
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CBI learning media that have been developed have gone through due diligence by media and material 
experts. In accordance with the analytical technique used in determining the feasibility of the media is 
to calculate the average of all validators consisting of media experts and the material outlined in the  
following graph 
.  
Figure 6. Average Raing Of Learning Media  
4. Conclusion 
 Based on the learning design, it will have an impact in influencing the quality of learning 
because it is packaged with the application of multimedia elements, this research stage reaches the stage 
of assessing the feasibility of learning media developed with a percentage for each of the features 
assessed are Content eligibility, Information design feasibility, graphic presentation. with an assessment 
of Media Validation with a Content eligibility value element with a percentage of 80%, Information 
design feasibility with a percentage of 80% and graphic presentation with an assessment percentage of 
75 with an average rating or validation with a percentage of 73.33%. 
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